Use of a special purpose business simulation game as a laboratory vehicle throughout a decision science curriculum is proposed as a pedagogically useful device for achieving curricular objectives.
Simulated Environment
Since the game is to be used throughout a curriculum, it will be desirable to be able to focus on different subareas independently or simultaneously. Second, the game is tested in a graduate class at Georgia State University. 
PROPOSED CURRICULUM
The proposed curriculum consists of three major components: an "Early"
Core, electives, and a "Late" core.
Chart III illustrates the precedence relationships between the three components of the program.
"Early" Core
In the "Early" core, the student is introduced to the game, remote ter- We understand that these games would, in effect, provide two levels of complexity for each decision area, i.e. each decision area is either there or it is not.
